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(54) Betting method for race game 

(57) The present invention relates to a bet control 
method for a race game in which a plurality of running 
objects compete. When a racing form speculating a race 
is selected, a bet Is automatically made on a speculated 
possible finish place. A racing form speculated informa- 
tion indication region K1 is provided on the right side of 
a speculation indication region H5. A speculation racing 
form indication region K2 is provided on the right side of 
the racing form speculated information indication region 
K1 . A game player selects a racing form to be used as 
speculated information. When an all bets button K5 be- 
low a racingform release button K4, bets are made max- 
imum 8 sets of horse number combinations speculated 
by the racing forms. The bet control method can permit 
game players to easily and quickly bet. 
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Description 

BACKGROUND OF THE INVENTION 

[0001] The present invention relates to a bet control 
method for a race game in which a plurality of running 
objects compete. 

[0002] Among large-scaled game devices installed in 
game centers, etc., a horse race game device which has 
miniature race tracks at the center thereof In which min- 
iature racehorses actually race is known. Owing to the 
development of the computer graphic technique, anoth- 
er horse race game device displays horse races on the 
large monitor screen. 

[0003] Such horse race game devices are stably pop- 
ular, because they give the pleasure of speculating win- 
ning horses, based on given information, and besides, 
during the races, the game players can cheer the race- 
horses they have betted, watching the races on the min- 
iature race tracks and displayed on the monitor screens, 
which makes the races similar to real horse races. Re- 
cently, a game player can take part in the game as a 
horse owner who breeds his own race horse and enters 
it in races to earn prize moneys. This makes the games 
more popular. 

[0004] In the conventional race game devices, the 
betting methods are the same as those of buying betting 
tickets in the actual horse races, and WIN (single-way 
bet), PLACE (each-way bet), QUINELLA (forecast bet), 
BRACKET QUINELLA (gate number forecast bet), 
QUINELLA PLACE (wider quinella), and soon, are pre- 
pared. As in the actual horse races, a racing form is pre- 
pared to provide the game players information for spec- 
ulating wins and losses of the race. 
[0005] When a game player bets, as in the actual 
horse races, he decides by himself a kind of the betting 
tickets, ahorse and a betting coin number with reference 
to speculations of a racing form, and selects them on 
the touch panel to input them. In the horse race games, 
in which a betting time for one race is not long, a game 
playermust make and select the decision in a short time. 
[0006] This makes it difficult for a game player to bet, 
and besides the playermust make the decision in a short 
time, which has been a barrier to the game players con- 
tinuously playing in such games. 

SUMMARY OF THE INVENTION 

[0007] An object of the present invention is to provide 
a bet control method which enables a game player to 
easily and quickly bet on a race in which a plurality of 
running objects compete. 

[0008] The above-described object is achieved by a 
bet control method for a race game in which a game 
player bets on a race in which a plurality of running ob- 
jects race, and the game player obtains a share, based 
on a result of the race, the bet control method compris- 
ing the steps of: setting speculation information includ- 
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ing a plurality of finish place possibilities in the race; pre- 
senting the speculation information to the game player; 
determining the speculation information in accordance 
with a command of the game player; and betting at once 
s on a plurality of finish place possibilities included in the 
determined speculation information. 
[0009] In the above-described bet control method for 
a race game, it is possible that in the step of setting the 
speculation information, the plurality of speculation in- 
fo formation including the plurality of finish place possibil- 
ities in the race are set; in the step of presenting the 
speculation information, the plurality of speculation in- 
formation are presented to the game player; and in the 
step of determining the speculation information, the 
is game player commands one of the plurality of specula- 
tion information to thereby select and determine said 
one speculation information. 

[0010] The above-described object is achieved by a 
bet control method for a race game in which a game 
20 player bets on a race in which a plurality of running ob- 
jects race) and the game player obtains a share, based 
on a result of the race, the bet control method compris- 
ing the steps of: setting odds for a plurality of finish place 
possibilities In the race; 
25 presenting the odds to the game player; determin- 

ing a target share amount in accordance with a com- 
mand of the game player; and determining a bet amount 
so that a share amount can reach the target share 
amount, based on the odds for thef inish place possibility 
30 commanded by the game player. 

[0011] The above-described object is achieved by a 
bet control method for a race game in which a game 
player bets on a race in which a plurality of running ob- 
jects race, and the game player obtains a share, based 
35 on a result of the race, the bet control method compris- 
ing the steps of: setting odds for a plurality of finish place 
possibilities i n the race; presenting the odds to the game 
player; determining desired odds in accordance with a 
command of the game player; and betting at once on 
40 the plurality of finish place possibilities for the desired 
odds commanded by the game player. 
[0012] The above-described object is achieved by a 
bet control method for a race game in which a game 
player bets on a race in which a plurality of running ob- 
45 jects race, and the game player obtains a share, based 
on a result of the race, the bet control method compris- 
ing the steps of: computing hits, based on statistics of 
results of past races; presenting the hits to the game 
player; selecting a desired hit in accordance with a corn- 
so mand of the game player; and betting at once on the 
plurality of finish place possibilities based on the desired 
hit. 

[0013] In the above-described bet control method for 
a race game, it is possible that in the step of presenting 
55 the hits to the game player, a hit of a highest occurrence 
rate or a hit of a lowest occurrence is presented to the 
game player. 

[0014] The above-described object is achieved by a 
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bet control method for a race game in which a game 
player bets on a race in which a plurality of running ob- 
jects race, and the game player obtains a share, based 
on a result of the race, the bet control method compris- 
ing the steps of: storing a share amount in a past race; 5 
and increasing a maximum betted coin number which 
the game player can bet, in accordance with the share 
amount in the past race. 

[0015] In the above-described bet control method for 
a race game, it is possible that the bet control- method 
further comprises the steps of: judging whether or not 
the bet can be made by using betting coins owned by 
the game player; and commanding the game player to 
add betting coins when the bet is impossible. 
[0016] According to the present invention, specula- 
tion information which permits game players to specu- 
late a plurality of possibilities of finish wins of a race is 
provided, and bets are made, based on the speculation 
information, whereby the game players can quickly and 
easily bet. 

BRIEF DESCRIPTION OF THE DRAWINGS 
[0017] 

FIG. 1 is an appearance view of the horse race 
game device according to one embodiment of the 
present invention. 

FIG. 2 Is a block diagram of the horse race game 
device according to the embodiment of the present 
invention. 

FIG. 3 is a view of an initial information image dis- 
played on the respective displays of the horse race 
game devices according to the embodiment of the 
present invention. 
FIG. 4 is a view of an information image, when a 
racing form bet mode is selected, displayed on the 
respective displays of the horse race game devices 
according to the embodiment of the present inven- 
tion. 

FIG. 5 is a flow chart of the bet control method for 
the racing form bet mode. 

FIG. 6 is a view of an Information image, when a 
target coin number commanding bet mode is select- 
ed, displayed on the respective displays of the 
horse race game devices according to the embod- 
iment of the present invention. 
FIG. 7 is a flow chart of the bet control method for 
the target coin number commanding bet mode. 
FIG. 8 is a view of an information image, when an 
odds commanding bet mode is selected, displayed 
on the respective displays of the horse race game 
devices according to the embodiment of the present 
invention. 

FIG. 9 is a flow chart of the bet control method for 
the odds commanding bet mode. 
FIG. 10 is a view of an information image, when a 
hit commanding bet mode is selected, displayed on 



the respective displays of the horse race game de- 
vices according to the embodiment of the present 
invention. 

FIG. 11 is a flow chart of the bet control method for 
the hit commanding bet mode. 
FIG. 12 is a view of an information image, when a 
place ride bet is made, displayed on the respective 
displays of the horse race game devices according 
to the embodiment of the present invention. 
FIG. 13 is a flow chart of the bet control method for 
the place ride bet mode. 

DETAILED DESCRIPTION OF THE INVENTION 

[One Embodiment] 

[0018] A horse race game device according to one 
embodiment of the present invention will be explained 
with reference to FIGs. 1 to 8. 

(Constitution of the Horse Race Game System) 

[0019] The horse race game device according to the 
present embodiment will be explained with reference to 
FIGs. 1 and 2. FIG. 1 is an appearance view of the horse 
race game device according to the present embodi- 
ment. FIG. 2 is a block diagram of the horse race game 
device according to the present embodiment. 
[0020] In the race game played on the race game de- 
vice according to the present embodiment, the game 
players do not operate racehorses, but speculate finish 
places of the racehorses (running objects) which are 
controlled by a CPU, bet coins, and receive allotments 
based on a race result. 

[0021] The horse race game device according to the 
present embodiment ejects a prescribed number of 
coins when a bet wins. The betting methods are as fol- 
lows: WIN (single-way bet), PLACE (each-way bet), 
QUINELLA (forecast bet), BRACKET QUINELLA (gate 
number forecast bet), QUINELLA PLACE (wider quinel- 
la), and so on. Furthermore, racehorses owned by re- 
spective game players can take part in the race game, 
and prescribed numbers of coins are provided accord- 
ing to finish places of the racehorses. The race game is 
a horse race game device of the so-called racehorse 
owners type. 

[0022] As shown in FIG. 1 , a main body 2 of the horse 
race game device 1 according to the present embodi- 
ment includes a huge unitary display 3 which outputs 
game images common with the game players. The uni- 
tary display 3 displays images of race states of the race- 
horses. Speakers 4 which output sounds of the game 
are disposed on both sides of the main body 2. 
[0023] A plurality of satellites 5 to be used respective- 
ly by the game players are disposed in front of the main 
body 2. Each satellite 5 includes an individual display 6 
which outputs images of the game associated with the 
racehorse owned by the game player or a racehorse the 
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game player bets, and a coin inlet-outlet opening 7 
through which coins are betted, and coins correspond- 
ing to an allotment and a prize are ejected. Each satellite 
5 includes a chair 8 for the game player to sit on. 
[0024] As shown in FIG. 2, a touch panel 9 is disposed 
on the individual display 6. Each game player touches 
the touch panel 9 with the fingers to operate the game. 
For example, a command key is suitably displayed on 
the individual display 6 in accordance with a progress 
of the game, and the game player directly touches the 
part of the touch panel 9 on the command key, whereby 
the game player inputs various command signals to a 
game control circuit which will be described later. 
[0025] The horse race game device according to the 
present embodiment comprises, as shown in FIG. 2, 
comprises a main game board 1 1 , and the game boards 
12 of respective satellites through an arc net hub 13. 
The main game board 11 mainly controls generally the 
horse race game device 1, and the game boards 12 
make controls respectively for the game players of the 
respective satellites 5. 

[0026] The large-sized display 3 and the speakers 4 
are connected to the main game board 11. The main 
garhe board 11 outputs image signals to the large-sized 
display 3 and outputs sound signals to the speakers 4 
to output game images and sounds. 
[0027] The display 6, the touch panel 9 and a socket 
1 0 are connected to the game board 1 2 of each satellite 
5, and furthermore, a coin ejecting mechanism 14 is 
connected to the game board 12. The game board 12 
drives the coin ejecting mechanism 1 4 to eject coins as 
allotments or prizes to the player. 
[0028] Each satellite 5 Includes the socket 1 0. A stor- 
age medium, such as a memory or others, and an out- 
side equipment, such as a portable telephone or others, 
for example, can be loaded in the socket 10. When 
memory is loaded, the game player's own racehorse 
produced and bred here can be used as he is, e.g., in a 
domestic video game device and an arcade horse race 
game device, etc. which will be described later, and the 
game player's own racehorse produced and bred in oth- 
er game apparatuses can be used as a racehorse 
owned by the game player also in the horse race game 
device 1 according to the present embodiment. 

(Initial Information Display) 

[0029] FIG. 3 is an initial information display 20 dis- 
played on the display 6 of each satellite 5. The initial 
information display 20 is a display of the satellite in the 
initial state. It imitates the design of a page of the racing 

[0030] In a race information indication region A at the 
uppermost left part of the information display 20, a race 
name (Emperor Prize), a race grade (Gl), a ground state 
(lawn) , weather (rainy) , a race ground (Tokyo Race 
Ground), a distance (2000 meters) are displayed. 
[0031] In a betting time indication region B at the up- 



per left part of the information display 20, a remaining 
betting time is displayed. On the right side of the betting 
time region B, a bet unit changing button C for changing 
a bet unit is displayed. The bet unit changing button C 
s is touched to change a bet unit from 1 -> 2 -> 5 -> 10 -> 
1 -> 2 .... 

[0032] In a horse information indication region D at 
the upper central part of the information display 20, a 
condition of a selected horse in the paddock, a selected 
io horse name, a horse weight increase and decrease, etc. 
(OOOCOOOO) and an odds (WIN 1 .8 times) of a race 
are displayed. 

[0033] In a racing form name indication region E at an 
upper right part of the information display 20, a plurality 

is of racing form selecting buttons F Indicating racing form 
names are displayed. The racing form selecting buttons 
F are for changing racing forms. 
[0034] At an upper central part of the information dis- 
play 30, various buttons G1 - G7 are disposed trans- 

20 versely of the information display20. From the left to the 
right, a win/place Indication button G1 , a qulnella/brack- 
et quinella indication button G2, a quinella place indica- 
tion button G3, an odds indication button G4, an infor- 
mation indication button G5, a cancel button G6 and a 

2s stable indication button G7 are arranged. 

[0035] In a race detailed information indication region 
H of the information display 20 below the various buttons 
G1 - G7, detailed information of respective horses to 
race in the current race (horse names, racing manners, 

30 jockeys, speculation, previous race achievements, win 
odds, conditions), etc. are displayed. 
[0036] In a number indication region H1 , horse num- 
bers are displayed. In a horse name indication region 
H2, horse names are displayed. In a racing manner in- 

35 dication region H3 in the horse name indication region 
H2, racing styles (NIGE (lead at the early pace and finish 
in the lead), SENKO (run second or third just behind the 
leading horse and catch up around the 4th corner to 
lead) ,SASHI (run behind the middle, accelerate around 

40 the 4th comerto catch), OIKOMI (run behind and catch 
up in the stretch) are displayed. In a horse kind indica- 
tion region H4, horse kinds (colt, filly, gelding) are dis- 
played. 

[0037] In speculation indication regions H5, H6 on the 
45 right side of the horse name indication region H2, spec- 
ulations by the respective racing forms are indicated by 
© , O, A, A, A , x, etc. In the present embodiment, the 
speculation information provided by eight racing forms, 

or a racing form 1 , a racing form 2 a racing form 8 

so are displayed in the speculation indication regions H5, 
H6. 

[0038] In an odds indication region H7 on the right 
side of the speculation indication region H6, win odds 
for the respective horses are displayed. In a condition 
55 indication region H8 on the right side of the odds indi- 
cation region H7, the current conditions of the respective 
horses are indicated by directions of arrows. 
[0039] An approval indication region I is provided as 
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required below the rage detailed information indication 
region H. In the approval indication region I, it is indicat- 
ed that the various information provided on the informa- 
tion display 20 is approved by the association of the rac- 
ing forms. 

[0040] In a current state indication region J in a low- 
ermost part of the information display 20, current states 
(BET, WIN, PAID, CREDITS) are transversely dis- 
played. As the current states, a betted coin number 
(BET), a won coin number (WIN), a paid coin number 
(PAID) and an accumulated coin number (CREDITS) 
are displayed. 

(Racing Form Bet) 

[0041] As one example of the bet control method in 
the horse race betting system according to the present 
embodiment, a racing form bet will be explained with ref- 
erence to FIG. 4. FIG. 4 is the information display 20 
presented on the display 6 of the satellite 5 when the 
racing form betting is made. 

[0042] In the racing form bet, racing forms speculating 
a race are selected, whereby bets can be automatically 
made in accordance with the speculations of the racing 
forms. Conventionally, speculated information has been 
provided by racing forms, but actual bets have been 
made by a game player making commands while watch- 
ing the racing forms. According to the present example, 
a game player may command only racing forms, which 
enables a beginner game player to make a suitable bet 
in short periods of time. 

[0043] Indications for making the racing form are pre- 
sented by using the speculation indication region H6, 
the odds Indication region H7 and the condition indica- 
tion region H8 of the initial information display 20 shown 
in FIG. 3. 

[0044] A racing form speculated information indica- 
tion region K1 is provided on the right side of the spec- 
ulation indication region H5, and a speculation racing 
form indication region K2 is provided on the right side of 
the racing form speculated information indication region 
K1 . In the speculation racing form indication region K2, 
speculated racing forms (Racing form 8), a recovery 
percentage (99.9%) and a hit rate (1 00%) are indicated. 
In the racing form speculated information K1 , speculate 
QUINELLAs (1-4, 2-4, 3-4, 4-5, 4-6, 4-7, 4-8) of the race 
depending on Racing form 8 ), and odds of QUINELLAs 
(18.8, 38.8, 32.9, 2.0, 15.1, 21 .7, 34.5) are indicated. 
[0045] Recommendable buys are decided for each 
racing form, based on speculation marks. For example, 
when speculation marks© (odds-on), O (rival), ▲ (sin- 
gle dark horse), A (dark horse 1), * (dark horse 2), x 
(dark horse 3) are decided, ®— O, ©—A, O — A, 
© — A, © — -tr, © — x are recommendable buys. 
The game players select one from the racing forms, 
whereby recommendable buys can be automatically 
commanded. 

[0046] An arrow-shaped button K3 is displayed below 



the speculation racing form indication region K2. The ar- 
row-shaped button K3 is touched to change the specu- 
lated racing forms, e.g., from Racing form 1 -> Racing 
form 2 -> Racing form 3 -> Racing form 4 -> Racing form 
5 5 -> Racing Form 6 -> Racing Form 7 -> Racing Form 
8-> Racing Form 1 -> .... 

[0047] A racing form release button K4 is displayed 
below the arrow-shaped button K3. When the racing 
form release button K4 is touched, the racing form bet 

10 mode is released. The speculated racing form which has 
been selected at the time when the racing form bet mode 
Is released is stored, and, when the speculated betting 
mode is selected, the speculated racing form is first in- 
dicated in the next racing form mode. 

is [0048] A all betted button K5 is displayed below the 
racing form release button K4. The game player only 
touches the all betted button k5, whereby he can bet at 
once all possible quinellas, at most 6 quinellas, specu- 
lated by the racing form 8. 

20 [0049] When the all bets button K5 and desired spec- 
' ulated regions of the racing form speculated Information 
indication region K1 are touched, the betted coin num- 
bers can be respectively Increased or decreased. 
[0050] The bet control method for the racing form bet 

25 according to the present example will be detailed with 
reference to the flow chart shown in FIG. 5. 
[0051] First, a prescribed computation is made to de- 
termine odds for a race to be field (Step S10). Then, 
race speculations are made for respective racing forms 

30 to determine favorites, rivals, dark horses, etc., and 
buys are determined based on the speculations (Step 
S11). 

[0052] Then, a betting time timer with a prescribed 
betting time set is turned on to start betting (Step S12). 
33 [0053] Next, a player determines whether or not he 
will select the racing form bet (Step S13). When he does 
not select the bet form mode, the normal mode takes 
place (Step S14). 

[0054] In the racing form bet, the racing form bet mode 
40 display as shown In FIG. 4 is presented (Step S15). In 
the racing form bet mode display, speculation informa- 
tion of the racing form Is displayed in the racing form 
speculation information indication region K1 and the 
speculation racing form display region K2 on the right 
45 side of the speculation display region H5. Speculation 
information of the racing form is displayed. The player 
touches the arrow-shaped button K3 to thereby switch 
the racing form (Step S16). 

[0055] Then, a bet operational input by the player is 
so waited for (Step S17). The player touches the all bets 
button K5 to thereby make the bet operation input. When 
no bet operational input is made, Step S23 follows. 
[0056] When the bet operational input is made, it 
means that bets have been made on all quinellas spec- 
55 ulated by the racing form. It is checked whether or not 
such bets are possible; it is judged whether or not a coin 
number of a credit owned by the player is above a coin 
number given by multiplying a number of all the specu- 
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lated combinations by a minimum bet unit (e.g., 2 coins) 
(Step S18). When the coin number of the credit owned 
by the player is short, the player is commanded to insert 
additional coins (StepS19). 

[0057] When the coin number of the credit owned by 
the player is sufficient, the minimum bet unit is added to 
all the speculated combinations (Step S20), the betted 
coin number is subtracted from the credit coin number 
(Step S21 ) to change a bet coin number indication (Step 
S22). 

[0058) Then , it is judged whether the prescribed bet- 
ting time has passed (Step S23), and unless the betting 
time has passed, Step S13 follows. 
[0059] According to the racing form bet according to 
the present example, when a racing form speculating a 
race is selected, possible combinations, for example, 
1-4, 2-4, etc., speculated by the racing form are dis- 
played on the display. The game player onfy pushes one 
button, whereby he can bet at once on all possible com- 
binations of finish places presented on the display. Con- 
ventionally, a game player has considered by himself 
combinations, based on speculations of the racing 
forms and made bets by pushing buttons one by one In 
accordance with his decided combinations of possible 
finish places, e.g., 1-4, 2-4, etc. Beginner game players, 
who are not accustomed to considering combinations of 
horses, have found it difficult to bet desired combina- 
tions of horses, based on speculations of the racing 
forms. In the present example, racing forms are com- 
manded, whereby possible combinations of finish plac- 
es of horses are decided and displayed, whereby game 
players can bet at once respective combinations of fin- 
ish places, which permits even beginner game players 
to easily play the game. 

(Target Coin Number Commanding Bet) 

[0060] The target coin number commanding bet will 
be explained as one example of the bet control method 
for the horse race game device according to the present 
embodiment will be explained with reference to FIG. 5. 
FIG. 5 shows an information display 20 presented on 
the displays 6 of the respective satellites 5. 
[0061] In the target coin number commanding bet, 
when a game player commands a target coin number, 
a suitable number is automatically betted, based on the 
target coin number and an odds. When a target coin 
number is 1 00, five are betted for a 20 times odds, and 
one is betted for a 100 times odds. Conventionally, a 
game player has viewed odds in consideration of target 
coin numbers and manually calculated numbers to be 
betted forthe respective target coin numbers. According 
to the present example, target coin numbers alone may 
be commanded, which permits even beginner game 
players to make suitable bets in short periods of time. 
[0062] By using the speculation indication region H6, 
the odds indication region H7 and the condition indica- 
tion region H8 in the race detailed information indication 



region of the initial information display 20 shown in FIG. 
3, indications are made for the target coin number com- 
manding bets. 

[0063] On the right side of the speculation indication 
s region H5 there is provided a racing form speculation 
information indication region K1 which is the same as 
that of the Information display 20 shown in FIG. 4. In the 
racing form speculation indication region K1 , a specu- 
lation of quinella horse numbers of a race by the racing 
io forms, and odds of the quinella horse numbers are indi- 
cated. 

[0064] A message indication region L1 is displayed on 
the right side of the racing form speculated information 
indication region K1 . In the message indication region 

is L1 . a message indication region L1 , a message "set a 
target coin number to bet" is indicated. 
[0065] Below the message indication region L1 , a tar- 
get coin number setting button L2 is displayed. In the 
present example, 4 setting buttons, 100 coins, 200 

20 coins, 500 coins and 1 000 coins are displayed. A game 
player touches the target coin number setting button L2 
to thereby set a target coin number. 
[0066] An all bets button L3 is displayed below the tar- 
get coin number setting button L2. The all bets button 

25 L3 is touched to automatically bet suitable numbers, 
based on the set target coin numbers and odds. 
[0067] When both the all bets button L3 and a desired 
speculation region of the racing form speculated infor- 
mation display region K1 are touched, the betted coin 

30 numbers can be respectively increased and decreased. 
[0068] An example of the procedures of the target 
coin number commanding bet according to the present 
example will be explained. A game player selects a 
horse as a main horse. For example, the game player 

35 speculates that Horse No. 4 will win at least the second 
place, he selects Horse No. 4. The CPU selects combi- 
nations determined by Horse No. 4 and indicates on the 
display. All combinations, e.g., 1-4,2-4,3-4, .... contain- 
ing Horse No. 4, and their odds are indicated. 

40 [0069] Then, the game player sets a target coin 
number. When he likes to get 1 00 coins, he selects the 
button "100° on the display or inputs 100 to the target 
coin number input region. 

[0070] Then, the game player decides combinations 
45 he likes to bet, out of the selection indicated on the dis- 
play, e.g., 1-4, 2-4, 3-4, .... The CPU computes betted 
coin numbers for all the combinations the game player 
has selected, and bets the numbers. 
[0071] For example, if an odds for "1 -4" is 20 times, 
so when a game player selects "1-4° alone, the CPU com- 
putes to decide 5 coins, and subtracts 5 coins from a 
credit to bet. 

[0072] For example, if an odds for "1 -4" Is 1 5 times, 
and an adds for "2-4" is 35 times, the button 1 -4 and the 
55 button 2-4 are touched twice to select two combinations, 
"1-4" and "2-4". 

[0073] Seven coins are betted on "1 -4", and 3 coins 
are betted on "2-4". That is, a target coin number is di- 
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vided by an adds to automatically decide a bet coins. 
When a target coin number is arithmetically undividable, 
a minimum coin number is decided to be above 1 00 
coins. 

[0074] The bet control method for the target coin 
number commanding bet according to the present ex- 
ample will be detailed with reference to the flow chart 
shown in FIG. 7. 

[0075] First, a prescribed computation is made to de- 
termine odds for a race to be held (Step S30). 
[0076] Then, a betting time timer with a prescribed 
betting time set is turned on to start betting (Step S31 ). 
[0077] Next, a player determines whether or not he 
will select the target coin numbercommanding bet mode 
(Step S32). When he does not select the target coin 
number commanding bet mode, the normal mode takes 
place (Step S33). 

[0078] In the target coin number commanding bet 
mode, the target coin number commanding bet mode 
shown in FIG. 6 is present on the screen (Step S34). 
[0079] First, a player touches a horse number in the 
; number indication region H1, or a horse name in the 
horse name indication region H2 to thereby select a 
horse number as an axis (Step S35). When the horse 
number as the axis is selected, as shown in FIG. 6, spec- 
ulated quinellas with the axial horse number involved, 
and their odds are displayed in the racing form specu- 
lation information indication region K1 . Guide informa- 
tion for the target coin number commanding bet is dis- 
played tnthe message indication region L1 , and number 
setting buttons are indicated in the target coin number 
setting buttons L2. 

[0080] Then, a bet operational input by the player is 
waited for (Step S36). The player touches one of the 
target coin number setting buttons L2 to thereby make 
the bet operational input. When no bet operational input 
is made, Step S34 follows. 

[0081] When the bet operational input is made, then 
. the player selects a speculation (Step S37). A betted 
coin number is computed by dividing a target coin 
number by the selected speculated odds (Step S38). 
[0082] Subsequently, it Is checked whether or not the 
bet can be made on the selected speculation . It is judged 
whether or not a coin number of the credit owned by the 
player is above the betted coin number computed in 
Step S38 (Step S39). When the credit coin number 
owned by the player is short, the player is commanded 
to insert additional coins (Step S40). 
[0083] When the credit coin number owned by the 
player is sufficient, the betted coin number computed for 
the speculation is added (Step S41). The betted coin 
number is subtracted from the credit coin number (Step 
S42), and the betted coin number indication is changed 
(Step S43). 

[0084] It is judged whether or not the prescribed bet- 
ting time has passed (Step S44), and when the betting 
time has not passed, Step S32 follows. 
[0085] In place of selecting a specific speculation in 



Step S37 of the flow chart of FIG. 7, the all bet button 
L3 is touched, and bets in which the target coin number 
is betted on all the indicated speculations are made. In 
this case as well, it is judged whether or not the bets can 
5 be made on all the speculations, and when the credit 
coin number is short, the addition of coins is command- 
ed. 

(Odds Commanding Bet) 

[0086] As one example of the bet control method for 
the horse race game device according to the present 
embodiment, odds commanding bet will be explained 
with reference to FIG. 6. FIG. 6 Is an information image 
15 20 displayed on the display 6 of the satellite 5 when the 
odds command bet is made. 

[0087] In the odds commanding bet, when a game 
player commands his desired odds range, bets are au- 
tomatically made on all odds in the range. Convention- 

20 ally, a game player views odds to command respective 
odds. According to the present example, a game player 
may command his desired odd range alone, which per- 
mits even a beginner game player to make suitable bets 
in short periods of time. 

25 [0088] By using the speculation indication region H6, 
the odds indication region H7 and the condition indica- 
tion region H8 in the race detailed information indication 
region H of the initial information display 20 in FIG. 3, 
Indications for the odds commanding bet are made. 

30 [0089] On the right side of the speculation indication 
region H5 there is provided a racing form speculated in- 
formation indication region K1 which is the same as in 
the information display 20 shown in FIG. 4. In the racing 
form speculation indication region K1, speculated 

35 quinella of a race by the racing forms and odds of the 
speculated quinella are indicated. 
[0090] A message indication region M1 is displayed 
on the right side of the racing form speculated informa- 
tion indication region K1 . In the message indication re- 

40 gion M1, a message indication region M1, a message 
"set odds" is indicated. 

[0091] Below the message indication region L1, an 
odds setting button M2 is displayed. In the present ex- 
ample, 4 setting buttons, "-1 0", "1 0 - 20", "20 -30", "30-" 
45 are displayed. A game player touches the odds setting 
button M2 to thereby set a target coin number. 
[0092] For example, when a game player touches the 
button "-10", all combinations of odds in the range may 
be indicated. 

so [0093] An all bets button M3 is displayed below the 
odds setting button M2. The all bets button M3 Is 
touched to thereby automatically bet on all positions in 
a set odds range. The bet positions are touched to there- 
by increase and decrease the respective betted coin 

55 numbers. 

[0094] The bet control method for the odds command- 
ing bet according to the present example will be detailed 
with reference to the flow chart of FIG. 9. 
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[0095] First, a prescribed computation is made to de- 
termine odds for a race to be held (Step S50). 
[0096] Then, a betting time timer with a prescribed 
betting time set is turned on to start betting (Step S51). 
[0097] Then, a player selects whether he will select 
the odds commanding bet mode (Step S52). When the 
player does not select the odds commanding bet mode, 
the normal mode takes place (Step S53). 
[0098] In the odds commanding bet mode, the odds 
commanding bet mode display as shown in FIG. 8 is 
presented (Step S54). 

[0099] First, a player touches the horse number in the 
number indication region H1, or a horse name In the 
horse name indication region H2 to thereby select a 
horse number as an axis (Step S55). When the horse 
number as the axis is selected, as shown in FIG. 8, spec- 
ulated guinellas with the axial horse number involved, 
and their odds are indicated in the racing form specula- 
tion information indication region K1 . 
[0100] Guide information for the odds commanding 
bet is indicated in the message indication region M1 , 
and odds setting buttons M2 are indicated. When the 
playertouchesoneoftheoddssetting buttons M2, odds 
are commanded (Step S56). All speculations falling in 
the range of the commanded odds are indicated, and 
the rest speculations are not Indicated. 
[01 01 ] It is also possible that the game player directly 
inputs values of odds to determine odds in an arbitrary 
range. 

[0102] Then, a bet operational input by the player is 
waited for (Step S57). The player touches the all bets 
button M3 to thereby make the bet operational input. 
When the bet operational input is not made, Step S63 
follows. 

[0103] When the bet operational input is made, it is 
checked whether or not bets can be made on the select- 
ed speculations; it is judged whether or not a coin 
number of the credit owned by the player is above a coin 
number given by multiplying a number of all the indicat- 
ed speculated combinations by 2 coins which is a min- 
imum bet unit (Step S58). When the coin number of the 
credit owned by the player is short, additional insertion 
of coins by the player is commanded (Step S59). 
[0104] When the coin number of the credit owned by 
the player is sufficient, the minimum bet unit is added to 
all the speculated combinations (Step S60) and sub- 
tracting the betted coin number from the credit coin 
number (Step S61), and a betted coin number indication 
is changed (Step S62). 

[0105] Then, it is judged whether the prescribed bet- 
ting time has passed (Step S63). When the prescribed 
betting time has not passed, Step S52 follows. 
[0106] In the present example, a horse as an axis is 
selected, but it is possible to select all odds in an indi- 
cated range without selecting a horse as a axis. 



(Hit Commanding Bet) 

[0107] As oneexample of the bet control method for 
the horse race game device according to the present 
s embodiment, hit commanding bet will be explained with 
reference to FIG. 10. FIG. 10 is an information display 
20 displayed on the display 6 of the satellite 5 when the 
hit commanding bet is made. 

[0108] In the hit commandingbet, hits of horse num- 
io bers in arbitrary previous horse races are given and in- 
dicated, and a game player commands a hit number to 
thereby automatically bet in accordance with the hit 
number. Conventionally, agameplayermustmanually 
sum up hits of horse numbers, and the summation has 
is been actually Impossible for race games. According to 
the present example, bets can be made based on hits 
of horse numbers. 

[0109] By using the speculation indication region H6, 
the odds indication region H7 and the condition indica- 

20 tion region H8 in the race detailed information indication 
region of the Initial inf ormation display 20 shown in FIG. 
7, indications are made for the hit commanding bets. 
[0110] A speculation information indication region N1 
is provided on the right side of a speculation indication 

25 region H5, and a hit indication region N2 is provided on 
the right side of the speculation information indication 
region N1. In the hit indication region N2, a place (the 
first place) of a horse number occurrence percentage, 
a horse number (4) and an occurrence percentage 

30 (25%) are indicated. In the speculated Information indi- 
cation region N1 , information of double horse numbers 
which have the commanded hit (4) as the main horse 
and which have been sorted in the order of previous oc- 
curring hits is indicated. 

35 [0111] A arrow-shaped button N3 is displayed below 
the hit indication region N2. The arrow-shaped button 
N3 is touched to change hits from, e.g., 1 st place -> 2nd 

place -> 3rd place ->....-> 1 st place -> 2nd place -> 

When a hit in the hit indication region N2 is selected, all 

40 finish place possibilities associated with the hit are indi- 
cated. 

[0112] A hit release button N4 is displayed below the 
arrow-shaped button N3. When the hit release button 
N4 is touched, the hit command bet mode is released. 
45 A hit place which has been selected at the time when 
the hit commanding bet mode is released is stored, and 
the hit place is first indicated in the next hit commanding 
bet mode. 

[0113] An all bets button N5 is displayed below the hit 
so release button N4. When the all bets button N5 is 
touched, bets are made on all double horse numbers 
indicated in the speculation information display region 
N1. 

[0114] When both the all bets button K5 and a desired 
55 speculated region of the speculation information indica- 
tion region N1 are touched, betted coin numbers can be 
respectively increased and decreased. 
[0115] The bet control method for the hitcommanding 
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bet according to the present example will be explained 
with reference to the flow chart of FIG. 11 . 
[0116] First, a prescribed computation is made to de- 
termine odds for a race to be held (Step S70). Then, a 
"hit", as of horse numbers, places, occurrence rates or 
others is computed based on statistics of past races 
(StepS71). 

[0117] Then, a betting time timer with a prescribed 
betting time set is turned on (Step S72). 
[0118] Next, a player determines whether or not to se- 
lect the hit commanding bet mode (Step S73). When the 
player does not select the hit commanding bet mode, 
the normal mode takes place (Step S74). 
[0119] In the hit commanding bet mode, the hit com- 
manding bet mode display as shown In FIG. 10 is pre- 
sented (Step S75). The hit commanding bet mode dis- 
play contains a speculation information indication region 
N1 and a nit Indication region N2. In the hit Indication 
region N2, places of the horse number occurrence rate 
and horse numbers, and occurrence rates are Indicated. 
In the speculation information Indication region N1, in- 
formation of quinellas of a horse as an axis, which has 
been indicated as a hit, and of horses sorted in the order 
of the past occurrence rate are indicas82 follows. 
[0120] The player touches the arrow-shaped button 
N3 to change the horse number as the axis. 
[01 21 ] Then , a bet operational input by the player is 
waited for (Step S76). The player touches the all bets 
button N5 to thereby make the bet operational input. 
When the bet operational input is not made, Step S82 
follows. 

[0122] When the bet operational input is made, it is 
checked whether or not bets can be made on the select- 
ed speculations; it is checked whether or not a coin 
number of the credit of the player is above a coin number 
given by multiplying a number of all indicated speculated 
combinations by a minimum bet unit, 2 coins (Step S77). 
When a coin number of the credit owned by the player 
is short, the player is commanded to input additional 
coins (Step S78). 

[0123] When the coin number of the credit owned by 
the player is sufficient, the minimum coin number is add- 
ed to all the speculated combinations (Step S79), sub- 
tracting betted coin numbers from the credit coin num- 
bers (Step S80), and a betted coin number indication is 
changed (Step S811). 

[01 24] Then , it is judged whether or not the prescribed 
betting time has passed (Step S82), and unless the bet- 
ting time has passed, Step S73 follows. 

(Place Ride Bet) 

[0125] Place ride bet as one example of the bet con- 
trol method for the horse race game device according 
to the present embodiment will be explained with refer- 
ence to FIG. 12. FIG. 12 is a view of an information im- 
age 20 presented on the display 6 of the satellite 5 when 
the place ride bet is made. 



[0126] In the place ride bet, when a place was hit in 
an Immediately previous game, bets can be made with 
a coin number got by the place hit as a maximum betted 
coin number. Conventionally a maximum betted coin 

s number has been always constant. The place betting 
tickets have high hit probability but uninterestingly have 
low allotments. A maximum betted coin number is add- 
ed in continuous wins, which additionally makes the 
game interesting. 

io [0127] It is possible to bet a normal betted coin 
number added to an obtained coin number. 
[0128] At an upper central part of the information im- 
age 20, a ride button G8 is arranged In addition to a win/ 
place indication button G1, a quinella/bracket quinella 

15 indication button G2, a quinella place indication button 
G3, an odds indication button G4, an information indi- 
cation button G5 and a cancel button G6. 
[0129] By using the speculation indication region H6, 
the odds indication region H7 and the condition indica- 

20 tion region H8 in the race detailed information indication 
region of the initial Information display 20 shown in FIG. 
8, indications are made for the place ride bets. 
[0130] On the right side of the speculation indication 
region H5, a place ride indication region 01 is provided. 

25 In the place ride indication region 01 , odds and allot- 
ments are indicated on the left side, and betted coin 
numbers are indicated on the right side. The betted coin 
number region allows for 4 placements for possible 
large coin numbers of bets. 

30 [0131] At an upper right side of the place ride indica- 
tion region 01 , amaximumbetted coin number indication 
region 02 is provided. A message indication region 03 
is provided at the middle right side. A continuous wins 
Indication region 04 is provided at a lower right side. In 

35 the maximum betted coin number indication region 02, 
a current maximum betted coin number (9999 coins) 
and a betted coin number (100 coins) of a game player 
are indicated. In the message indication region 03, 
"Place in the previous game can be ride betted" is indi- 

40 cated. In the continuous win indication region 04, a cur- 
rent continuous win number (2 continuous wins) is indi- 
cated. 

[0132] The bet control method for the place ride bet 
according to the present example will be detailed with 

45 reference to the flow chart of FIG. 1 3. 

[0133] First, a prescribed computation is made to de- 
termine odds for a race to be held (Step S90). Subse- 
quently, a coin number got by a place win in an imme- 
diately preceding race is recorded (Step S91). 

so [0134] Then, a betting time timer with a prescribed 
betting time set is turned on to start betting (Step S92). 
[0135] Then, a player determines whether or not he 
will select the place ride bet mode (Step S93). When the 
player does not select the place ride bet mode, the nor- 

55 mal mode takes place (Step S94). 

[0136] In the place ride bet mode, a place ride bet 
mode display as shown in FIG. 12 is presented (Step 
S95). A ride button G8 is indicated in the place ride bet 
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mode display. Then, the player bets on a pace in the 
next race (Step S96) 

[0137] Next, a bet operational input by the player is 
waited for (Step S97). The playertouches the ride button 
G8 to make the bet operational input. When the bet op- 
erational input is made, Step S103 follows. 
[0138] When the bet operational input is made, it Is 
judged whether or not the player has won the pace in 
the immediately preceding race (Step S98). When the 
player has not won in the immediately preceding race, 
the normal mode forcedly follows (Step S94). 
[01 39] Then , it is checked whether or not a place ride 
bet can be made; it is judged whether or not a coin 
number of the credit owned by the player is above a coin 
number won by the place (Step S99). When the coin 
number of the credit owned by the player is short, the 
player is commanded to additionally insert coins (Step 
S100). 

[0140] When the cbin.number of the credit owned by 
the player is sufficient, a betted coin number is set to be 
acoin number obtained by the place win (StepS101)to 
change a betted coin number indication (Step S102). 
[01 41 ] Then , it is judged whether or not the prescribed 
betting time has passed (Step S1 03). When the betting 
time has passed, Step S95 follows. 
[0142] The pace ride bet has, as described above, 
high probability of winning place race tickets, but unin- 
terestingly the odds have been low. A maximum betted 
coin number is added when a place Is won, whereby the 
place bets can be made more interesting. 
[0143] In the present example, a maximum betted 
coin number is added for a place race ticket. However, 
for win race tickets, quinella race tickets and race tickets 
of the other kinds, a coin number got in an immediately 
preceding race may be added as the maximum betted 
coin number. It is also possible that the maximum betted 
coin number is larger when a succession of victories are 



[Modification of the Embodiment] 

[0144] The present invention is not limited to the 
above-described embodiment and can cover other var- 
ious modifications. 
[0145] For example, in tr 
ment, images of racehorses as running objects are dis- 
played, but models of racehorses as running objects 
may race. 

[0146] In the above-described embodiment, the 
present invention is applied to the horse race game. 
However, the present invention is not essentially applied 
to the horse race game and is applicable to other race 
games and the general games. For example, the 
present invention is applicable to bicycle races, the run- 
ning objects of which are bicycles, motorboat races, the 
running objects of which are motorboats, and games in 
which virtual lives as running objects race. 
[0147] In the present embodiment, the present inven- 



tion is applied to a coin game device using coins but is 
applicable to game devices using currents, which func- 
tion as distribution means and payment means. The 
present invention is also applicable to game devices us- 
ing virtual currents other than coins. 



1. A bet control method for a race game in which a 
game player bets on a race in which a plurality of 
running objects race, and the game player obtains 
ashare, based on a result of the race, the bet control 
method comprising the steps of: 

setting speculation information including a plu- 
rality of finish place possibilities in the race; 
presenting the speculation information to the 
game player; 

determining the speculation information in ac- 
cordance with a command of the game player, 
and 

betting at once on a plurality of finish place pos- 
sibilities included in the determined speculation 
information. 

2. A bet control method for a race game according to 



n the above-described embodi- •« 



in the step of setting the speculation informa- 
tion, the plurality of speculation information includ- 
ing the plurality of finish place possibilities in the 
race are' set; 

in the step of presenting the speculation infor- 
mation, the plurality of speculation information are 
presented to the game player; and 

in the step of determining the speculation in- 
formation, the game player commands one of the 
plurality of speculation information to thereby select 
and determine said one speculation information. 

3. A bet control method for a race game in which a 
game player bets on a race in which a plurality of 
running objects race, and the game player obtains 
a share, based on a result of the race, the bet control 
method comprising the steps of: 

setting odds for a plurality of finish place possi- 
bilities in the race; 

presenting the odds to the game player; 
determining a target share amount in accord- 
ance with a command of the game player, and 
determining a bet amount so that a share 
amount can reach the target share amount, 
based on the odds for the finish place possibility 
commanded by the game player. 

4. A bet control method for a race game in which a 
game player bets on a race in which a plurality of 
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running objects race, and the game player obtains 11. A storage medium for storing the program for car- 
a share, based on a result of the race, the bet control rying out the method according to any one of claims 

method comprising the steps of: 1 to 8. 

setting odds for a plurality of finish place possi- 5 
bilities in the race; 

presenting the odds to the game player, 
determining desired odds in accordance with a 
command of the game player; and 
betting at once on the plurality of finish place io 
possibilities for the desired odds commanded 
by the game player. 

5. A bet control method for a race game in which a 
game player bets on a race in which a plurality of « 
running objects race, and the game player obtains 

a share, based on a result of the race, the bet control 
method comprising the steps of: 

computing hits, based on statistics of results of 20 
past races; 

presenting the hits to the game player; 
selecting a desired hit in accordance with a 
command of the game player; and 
betting at once on the plurality of finish place 25 
possibilities based on the desired hit. 

6. A bet control method according to claim 5, wherein 

in the step of presenting the hits to the game 
player, a hit of a highest occurrence rate or a hit of 30 
a lowest occurrence is presented to the game play- 
er. 

7. A bet control method for a race game in which a 
game player bets on a race in which a plurality of 35 
running objects race, and the game player obtains 

a share, based on a result of the race, the bet control 
method comprising the steps of: 

storing a share amount in a past race; and -*o 
increasing a maximum betted coin number 
which the game player can bet, in accordance 
with the share amount in the past race. 

8. A bet control method according to any one of claims 45 
1 to 7, further comprising the steps of: 

judging whether or not the bet can be made by 
using betting coins owned by the game player; 
and so 
commanding the game player to add betting 
coins when the bet is impossible. 

9. An electronic device for carrying out the method ac- 
cording to any one of claims 1 to 8. ss 

1 0. A program for carrying out the method according to 
any one of claims 1 to 8. 
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FIG. 3 
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FIG. 9 
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